
Postcard 

from a Land No One 
Visits on Purpose. 



Weird-^ng jmpie. Monsters. 
Samurais aM Ninfas. Evil, falh so 
nasty no one calU them quaint 
Dungeons everywhere—dungeons, 
dungeons, more dungeons. And con- 
tinents—too many for map. A wotU 
that never stops and comes fast. 



And I, a mortal with a hurting head, 
a keyboard, and few hundred hours 
to give, am Oound by duty more 
venerable tftan time to save life of 
Emperor. Must save him from 
a Deathlordoutofa mind past 
Bymntine. Next time, take harm- 
less Niagam Falls tour instead. 
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About the artists: David Wong and 
Al Escudero are men of imagination. 
They sit in dark rooms. They think 
about nasty places. They have keen 
minds fordetail, and they car make it 
stick. Al plays games avidly when not 
writing code. David is a code demon 
of alarming whei^iwithal. They spend 
time together. They think alike, They 
picked out the shirt ensemble shown 
here on purpose, 



About our company: We're an association 
of electronic artists who share a common 
goal. We want to fulfill the potential of 
personal computing. That's a tall order. 
But with enough imagination and enthusi- 
asm, we think there's a good chance for 
success. Our products, like this one, are 
evidence of our intent. If you'd like a 
product brochure, send $1.00 and a self- 
addressed stamped envelope to: Elec- 
tronic Arts Catalog Request, 1820 Gateway 
Drive, San Mateo, CA 94404. 
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The Deatfdord stands revealed. 
Reeking of pestilence. Master of a 
techmhgy called magic, SpewbiQ 
hordes of monsters. EKphitinq 
every power there is... and some 
there shouldn't be. 

Life in horn was always horrific. 
But it lust got worse. The fiercest 
Samurai haven't been lucky. 
They're dead. The Emperor fears 
for hb life. 

And the Deathbrd seems to have 
all the time in the world. 

To vanquish him, you'll need every 
magic item you can win. And a few 
skills you didn't know eKisted. 

It's either that or bse face, 
your face. 




A Kosaku in \bur Path — 
You Do Combat. 

Then face monsters— 128 kinds. 
Mangle them with Kobito ham- 
mer. Or chain commands for 
macro massacre. 



THE flVEKGIRS 



rAiHER Ai see see 
QAKERnELti see see 
smmnvcn see see 



THE cAUES or 

THE TDUR ELEHEHTS 
=«'^aSD'*Sg*Eg"*'' 



Invalid Coaaand! 
Read- 



This Dungeon's Not 
Your Last. 

Escape one, there's another. Up 
to 16 levels. Inside: acid pits, 
fire, invisible doors, magic cur- 
tains. Find special crystals, 
cross unscathed. 




THE ftWEHGIRS _ 



tntmoR 



Info on- 4 
Info on-3 
Info on-2 



I i^m Hel p^. 



A Gigantic World with 
16 Continents. 

Lifelike, but worse. Arid 
deserts. Ice caves. In between, 
seas with ocean-going 
monsters. Whorls and worse. 




CONJUKE « MiEU CHARflCIER 

LBl+B Io*i Kishi 



T POINTS! BB9/eB9 

oft': lii torches: ee 



SftUE THIS CHrtRflCTER (Y/H) 



Alarming Complexity. 

Good and evil. 16 classes. Four;: 
kinds of magic users. Seven 
attributes. 84 different spells. 
IVlaster them to survive. 



Electronic ARTS' 



Electronic Arts provides a limited ninety-day warrant on the recording media. The warranty does not apply to the soft- 
ware programs themselves, which are provided as is. Screen shots represent the Apple II version Other versions may 
vary. Apple II is a registered trademat1( of Apple Computer, Inc. Ivlade in U.S.A. 



Emperor's Exhortation 

Once, my kingdom knew peace. Now it only knows evil. Renegade forces h;ive irifestal 
my realm, destroying Kodan's second largest city. Their provocations continue unabated, 
threatening the safety of my people and making travel unsafe in many parts of my 
kingdom. 

They approach the seat of my power, lurking insolently in the catacombs under my 
castle. Ai the head of the devilry is an outcast wizard. Plans to dispatch hijn have failed, 
as he has set up magical barriers that have befuddled even my most eatp^fenced scouting 
parties. \ 

As the ninth Emperor of the Kingdom of Kodan, I call upon you, brave adventurers, to 
seek, out the soiffce of this living malice and restore calm and civility to Kodan. For your 
success, I promise these riches: 100,0(X) pieecs of gold and choice southern lands for each 
member of your piirly. Beyond these, you will bring honor (o your family name, a name 
which will be repealed through ihe centuries with great reverence. 

Whether you are driven by ancestral duty or adventurous desire, go forth with fortune in 
your future. Be diligent in your journey. Gird yourself for battle, recover from the 

setbacks thai may befall you, and above all, pleasure in the nobility of your cause. 
Remember, he who fights and dies is honored, but he who fights and lives is honored and 
rewaided | 

Emperor Nakamoto 

Greetin^js from the Deathlord 

Stupid adventurers! Your weak party is not enough lo stop even my most slack-spined 
drone. I wcmiUI encourage you to stay in the security of your little homes, but I thrive on 
misery and dread. Your futile quest to stop me is sure to yield just that. Even if you defeat 
my lowly pawn,^ou stiU imst answer to me, fece to face. 

Should you insik bn pursuing this fatal course, I offer these clues: seven words, six 
items, and your inq)titude prevent us from meeting. 

Go now. And prepare ^ unbrace your Emperor m vi^jf hdl. 

YOUR GOAL ^ 

Your goal in Deathlord is to identify and defeat the source of evil loose in the world of 
Lorn. If you succeed, you'll cam the gratitude of the Emperor of Kodan and his promised 
reward. To do this, you need to collect clues and articles. You also need to build up your 
party, gathering strength and knowledge to help you accomplish your aims. 
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GETTING STARTED 

Follow the instructions on the Command Summary Card to start Dcaililord. Tlie card also 
includes keystroke commands and instructions for using disk utilities. 



CREATING A PARTY 

Assembling an effective party of adventurers is crucial for success. Each party can have 
from one to sixmembras. 

P reset P-nTt-v 

When you start Deathlord lot the firsl lime, six adventurers await your command. If 
vou're an inexperienced player, you may want to use ihcin lo sample Deathlord before you 
^cnd vour newly-crafted characters into the lap of a demon. Once you re familiar with how 
Deathlord works and know the types of adventurers you want, you can replace them. Even 
if you're an experienced player, you can use Uiis party to get an idea of the soofpe of the 
game. 

CREATING NEW CHARACTERS 

Wheti you create new characters, you choose such things as race, class, alignment, and 
sex (See below for complete detiiils). As you assemble your group ot adventurers, be sure 
that each character complements the party. A proper mix of warriors and magic-bearers 
makes a well-rounded party that has the option of using muscles or magic. Add a thief to 
pick a lock or two, and Uie party could have the gratiuide of tiie Emperor m no time. 

R&ccs 

The first step in creating a character is to pick from one of the eight races. 

Human Humans are hardy and suong, which, incidentally, makes tiicm 

tiie predominant race in Lorn. Of all the races, only Humans 
can be a member of any class. 

'f^^f^l Toshis are intelligent, which makes them good magic usws. They 

may be physically weak, but they've got long lives. 

Nintoshi Tlie Nintoshi is a hybrid of Human and Toshi , being smarter than 

the strong^' than the latter. They excel in almost any class. 

Kobito Tliis dour, durable race has magnificent stamina. Although they 

aren't large, they are strong and lough. Kobiios prefer to avoid tiie 
magic arts since tiiey have a tough time casting spells. They're best 
as fighters or thieves. 



Gnom£ The Gnome is like tiie Kobito but has a greater respect for nature 

and is more social. Gnomes also like to use magic, with Gerikai 
high on class potential. 

Ob^ The Obake is a darker and dumber version of the Toshi. Tiny and 

nimble, they make fine thieves and assassins. 

jf.0ll These homely humanoids arc surong but fairly slow-witted lor spell 

casting. Senshi is the best class for tiiem, but if truly desired, you 
can make a Troll a Shisai. 

Q^e A hybrid species of Human and Troll, the Ogre is stronger than the 

Human and brighter than the Troll. They're usually fighters and 
thieves, but can also become 
decent Shisais. 

Attributes , f-t 

All characters have seven mental and physical aiu-ihutes, each ranging trom a value ot i 
to 21. While values are distributed randomly, you have a measure of conttol over each 
character's values when you create your party. During tiie course of pUy, a character's 
attributes will rise and fall a.s events occur. 



Strength The amount of damage your character can innict on an opponent 

(577;; during combat You'll want to make your fighting character 

strong. 

Constitution Your character's health and, ultimately, his or her ability to 

(CON) survive. A character with a higher Constitution is tougher to kill. 

Sfjg Fighters tend to be large while magic-us«s are small. Big 

(SIZ) characters are better at smashing down doors and doing other things 

where greater mass is an advantage. 

Intelligence A character's mental capacity. Higji Intelligence fa: magic users 

gjqr) improves their speUcasting abilities and lets tiiem recover Powtt 

faster. 

Dexterity Agility and nimbleness. High Dexterity helps your character avoid 

(DEX) hits and land the first blow during combaL Dexterity is also 

important to thieves for success in picking locks, avoiding traps, 

and stealing merchandise. 

Charisma Yoiff character's physical beauty and persuasive abilities, which can 

(CM A ) affect nansacdons or negotiations. 
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Power A character's magical aptitude. It's important to spellcastcrs since 

{POW} Power determines the numbo' of spells that they can cast. Power is 

consumed on a one-to-one ratio (i.e. a AUci level spell costs 4 pcmex 

points). 

Classes 

The classes you get to choose from depend on the character's race and attribates, as 
shown on page 7. 



Ansatsusha These assassins are better flghteis than the Yakuza and also have a 

greater selection of weapons. They possess limited thieving 
abilities. 

Senshi The ultimate mercenaries, Senshi hire out to any mission that 

pays well. The combat-hungry Senshi can wear any armor and use 
any wefqxxi. 

Genkm The Genkai confuses and befuddles exponents with a variety of 

illusions. Their numbers are fewer than the Mahotsukal 

Kichigai Come battle time, Kichigais go into a frenzy which gives them 

great strength, but leaves them prone to attacks from opponents. 
Like the Yabanjin, they avoid heavy, restrictive armw. 

Kishi These noble warriors arc dedicated to the principles of honor, 

justice, and order. They also enjoy casting a Shisai spell cr two. 

Kosaku The peasant Kosakus are the nntouctiables of the realm — mainly 

because nobody would cace to touch them. 

Mahotsukai This rare class is highly respected. They may be weak fighters, but 

they have a variety of potent spells to neutralize and slay 
opponents. 

Ninja The Ninjas are specialists in hand-to-hand combat, as befits a secret 

order. They also arra't too bad with ccmventional weapons. 

Ronin Ronins are comipt brutes who look out only for Ibemselves. They 

enjoy a kicking, gouging fight where they can employ dirty tricks. 
A patron deity supplies die evil Ronin with a few Shisai spells. 

Ryoshi This solitary class of scouts and tradcers is skilled with all types of 

weapons, although they favor bows and axes. For maximum 
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mohility, they should wear light armor. Ryoshi enjoy working 
with Shizen orders. 



Samurai 



Shisai 



Shizen 



Skukenja 



Yabanjin 



Yakuza 



Another honorable order, the Samurai takes pride in his or her 
Hghting technique. Samurais reach their skill peak with special 
wea|x>n$ of honor, 

Shisai of different lands share commtxi rituals and spells. They use 
medium-weight armor and smooth weapons, 0^ em cast many 

curative and protective spells, 

A secretive class, Shizens like the outdoors, drawing from nature to 
cast ^lls. Metal annor cats &m casting power, so they usually 
ian leather armor. 

These disciples of holiness resemble Ninjas in makeup, but u-ain 
for ^ilightenment and not assassination. Less skilled than the 
Ninja in combat, the Shukenja compensates with some spell- 
casdag abilities. 

NtBtheni and primitive to the core, Yabanjin are instinctive 
survivalists and tough in a fight. What they lack in technique, they 
make up for in sheer meanness. Yabanjin shun heavy armor. 

The cunning Yaltuza is best at lockpicking and trap -neutralizing 
and not so good at fighting. For extHKurricular activities, the 
Yakuza enjoys stealing £rom merchants. 



Alignment 

In most cases, there are three alignments to choose from: good, neutral or evil. 
Alignment has some bearing on what characters can be put together in a group. 
Characters who are innately..J||act m-^-^ffM will have their alignments assigned 

automatically. 

Sex 

The character's sex has little bearing on his or her abilities to carry out a task. Female 
fightea^ are just as cs^\A& of handing a Stasm head as male fighters. 




options Charts 

The following charts contain information that will help you create your characters. 



Character Classes 





TYPE 


ARMOR 


MAX # OF WEAPONS* 


HIT POINTS 


Senshi 


Fighter 


3 


3 


10 


Kishi 


Fightu 


3 


3 


s 


Ryoshi 


Fighier 


2 


3 


9 


Y 3 ha nj in 


Fighter 


1 


3 


12 


K ichigai 


Fi gh 1 1; r 


2 


3 


11 




Fighter 


3 


3 


9 


Roflta 




i 


3 


g 


ValniTa 


Thief 


1 


2 


6 


AnsatsushK 


Thief 


1 


3 


6 


Nmja 


Thief 





2 


7 


Shukenja 


Thief 





2 


5 


Shisai 


Priest 


2 


1 


S 


Sliizen 


Priest 


2 


1 


g 


Mahotsukti 










4 


Genkai 


Wizaid 








4 




Peasuit 


1 


2 


6 



'' A diattctei c*n bive ■ muimum aC time weapons: « miiulB weipoo. i huul weipon, or open huidi 



Minimum Statistics Required 



ri.Ass 


STR 


CON 


SIZ 


INT 


DEX 


QUA. 


Sens hi 


11 










9 


Kishi 


11 


13 




11 




11 


Ryoshi 


n 


13 




U 




11 


Yabanjin 


13 


13 










Kichigai 


13 










11 


Samuni 


11 


11 








13 


Rnnicl 


13 


11 




11 




11 


Yakuzi 












IJ 


Ansalsiuhi 


11 










13 


Ninja 


11 


13 








IS 


Shukenja 


11 


13 




11 




13 


^)hisai 








11 




9 


Shizen 








11 




9 


Mahouuku 








11 




9 


Genkai 








It 




9 


fCouku 















13 



11 
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Class Availability 



ri.Ass 


HIMAN 


TOSHI 


MNTOSHI 


KOBITO 


GNONil^ 


OBAKE 


TROLL 


, ca« 


Senshi 


yes 


y&s 


yes 


yes 


yes 


yes 


yes 


yes 


Kishi 


yes 


yes 


yes 


no 


no 


no 


no 


no 


Ryoshi 


yes 


yei 


yes 


no 


no 


no 


no 


no 


Yibiiyin 


yei 


no 


yes 


yes 


yes 


yei 


ye< 


yes 


Kidi%ti 


yes 


M 


fm 




ym 


JM 


ym 


yes 


Stcnuni 


yes 


yes 


yes 


BO 


80 


fm 


m 


yet 


Ronin 


yes 




tm 


ym 




ym 


ym 


ym 


YaIosi 


yes 


yes 


ye* 


yos 


yes 


yes 


yes 


ym 


Ansatsiiaba 


yea 


yes 


yes 


yes 


yes 


yes 


yes 


yes 


Ninji 


yes 


yes 


yes 


no 


no 


yes 


no 


no 


shukcnji 


yes 


yes 


yes 








™ 




SIumI 


ye» 


yes 


y™ 




yw 


vet 
yM 


yes 




Shizen 


ye» 


yes 


yo« 


yes 


yes 


yes 


no 


ye* 


Mahotsukai 


yes 


yes 


yes 


no 


nn 


no 


no 


no 


Genlui 




yes 


yes 


no 


yes 


no 


no 


no 


Kouku 


yes 


yet 


yes 


yes 


yes 


yet 


yes 


yet 



Racial Statistic Ranges 



CLASS 


STR 


CON 


SIZ 


INT 


POW 


DEX 


OIA 


Hunun 


03-18 


03-18 


08-18 


03-18 


03-18 


03-18 


03-18 


Toshi 


03-13 


03-13 


03-12 


OS-19 


08-19 


07-18 


08-19 


Nintoshi 


03-15 


03-15 


05-14 


06-lS 


06-lg 


05-18 


05-18 


Kobito 


OK- 19 


08-19 


03-08 


03-16 


01-16 


03-16 


03-16 


Gnome 


05-18 


08-18 


03-06 


03-17 


06-lS 


03-16 


03-17 


Obtke 


03-15 


03-16 


03-07 


03-14 


08-20 


03-14 


03-1 S 


tiaO. 


11-21 


11-20 


13-21 


03-11 


03-13 


03-10 


03-12 


Qgie 


08-19 


□8-19 


11-19 


03-13 


03-13 


03-12 


03-14 



ONSCREEN ACTIVn Y 

When you're done creating your characters and enter the world of Lorn, youll see a screen 
full of information. The upper right box shows the time, and the sun and moon cycles. 
Underneath that box is your group's name. 



The center right box lists the names of those in your party in their roster order. Beneath 

thai is the nature of your location (i.e. indoor or outdoor). If you're engaged in comlMlt, 
this area tells you what type of enemy your opponent is and how maiiy tliere are. 

The bottom right box shows information related to the commands you choose. If you're 
in the midst of a fight, it shows attacks made by you and your opponent. To change the 
speed at which the messages scroll by, use the ":" command to change the time lag. 

The bottom left box displays the commands you choose. The remaining area of Uie screen 
is the arena of youf advenbue. 

Statistics 

During the course of play, you can examine your characier's atuibulcs and the item^; he or 
she possesses. Enter the number that represents the character's order in the party. (If you 
hit <Retum> without selecting a number, you'll see the party leader's statistics.) First 
you'll see a general description of the character. Press <Retum> (or the space bar) to sec 
the seven attributes. Press <Retum> again and you'll see ihc characier's possessions. (If 
he or she has no possessions, you'll bypass this screen.) Press <Return> one last lime to 
see die listing for armor, gold, torches, and food. The maximum values for these four 
items are: armor = 10, gold = 10,000, torches = 10, and food = 100. 

Party Leader 

To make playing a Uttle easier, you designate a party leader who automatically performs 
all actions. The party leader is the one whose name is highlighted on the roster. You cfui 
change it by pressing "N" and then ihc number of the character you want to be the new 
leader. Having a party leader doesn't mean that the fate of the group lies in the hands of 
one, because you can override the party leader and have any chaiact^ perf(vm any actioi at 

any time. 

Let's say you want a lock picked. There's two ways to do it. 1) Press "P" for Pick Lock 
and llicn enter a direction that the attempt will be made. The party leader automatically 
picks the lock since you didn't designate a character to do ii. 2) Press "P," enter a character 
number from 1 to 6, and then enter the direction dial the attempt will be made. The 
character you chose does the wc»k in this case. 

COMBAT 

Combat is inevitable when you meet the monstm that ply the high v.' ays and byways of 
Deathlord. You needn't fear combat, provided your warriors are well-equipped with armor 
and weapons and your offensive spellcasters are ready. 

Warriors are your best attackers and least vulnerable to monster- inflicted damage. Magic 
users, on the other hand, are most vulnerable but can protect themselves with defensive 
speUs. Retreating is a good way to shield weaker party members. Negotiating is an 
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option with some monsters, though others will dismiss entreaties with carnivorous 
disdain, Sometimes it's wisest b> have individuals retreat or have die entire party flee. 

Getting bloodied a few times gives you insight about the strengths of different monsters. 
It's a general rule that the serious foe is neutralized by a combination of repeated warrior 
attacks and weighty magician's spells, while the lightweights may fall under the force of a 
single spell fX a few solid hits. Successful combat has its benefit. You can reap much in 
money and armor. You can gain experience. You can live to see a new day. llie bigger 
the kill, the bigger the reward. 

Weapons and Armor 

You can buy the following items in various weapons shop. When a character buys armor, 
he or she automatically wears it. If the character is already wearing armor, he or she is 
forced to drop it unless it's first given to someone else. "Die table shows what class of 
charactos can use which weapois and armor. Magical items are not listed. 



Weapons Table 



CLASS 


_,. . ARMOR 


. - SABLD ... 


MISC A|lMOR 


WEAPONS 


Senshi 


any 






01 


Kishi 


iny 


my 




01 


Ryoshi 




«J 


my 


01 




htmm-do 




my 


01 




hanniMkido 


my 


my 


01 








m 


02 


Rooin 


any 


my 




01 




hinmc-do 






03 




hinme-do 


'llDIIB- 




03 


Niajt 


clo«k 


Done 


flovcs 


04 


Shuksnji 


cickik 


none 


gloves 


03 


Shirai 


ling mtil 


medium 


jingasa 


OS 


Sfalun 


huuncndo 




^gui 


OS 


Mibatrakii 


cloak 


none 


glovei 


06 


0<i*n 


duk 


oone 
none 


glovei 


06 
09 



•Weapons: 

01) Tanto, bo staff, jo stick, sai, masa|Mir4liUve, nagiaata, sling, light bow, 
CTOSsbow, heavy bow, great bow 

02) Tanto, bo staff, jo stick, sai, masakari, glaive, nagmata, wakizashi, katana, 
sling, light bow, crossbow, heavy bow, gre^NU^B^ 

GS) Tanto, bo staff, sai, light bow, crossbow 

04) Tanto, bo staff, sai, nunchaku, light bow, crossbow, Sunken 

05) Jo stick, sling 

06) Tanto, bo staff 

The shields come in small, medium, or large. Miscellaneous armor includes 
gloves, jingasa, gauntlet, and kabuto. 



Weapons and Amor Glossary: 



1 1 hM 


yhfM.KlKllUIN 


Bo Staff 


Walking Stan 


Do-mani 


Full body armor 


Glaive 


Staff with long, curvcxi blade 


Hata-ate 


Chest plate 


Hjiramakido 


Near full body amcx 


Harame-do 


Studded leather 


Jingasa 


Open helm 


Jo stick 


Short fightirg staff 


Kabuto 


Gieat helm 


Katana 


Long Samurai sword 


Masakari 


Heavy battle ax 


NagiiiaLa 


Starr with cleaver 


Nunchaku 


Two chain-connected blunt clubs 


Sai 


Long prong uanKea oy iwo snucuer pnmgs \a paii/ 


Shuriken 


Throwing stars 


Tanio 


Dagger 


Wakizashi 


S hori S am urai s w rd 


Yoroi 


Full body armor over chain mail 



Healing 

Your characters can expect to be injured in combat or from trying to force entry into 
certain areas. Time usually heals these wounds, but certain spellcasters can hurry the 
piXKCss along with curative spells. If spellcasters lose too much power, they may 
lemporarily lose their ability to use certain ^lls. 

The more exotic forms of damage, like poison and disease, require mote than rest to 
overcome. Sometimes it takes a spell. Other times a drink from a magical spring is the 
cure. There also are a number of temples throughout Lorn offering healing services — 
with a proper donation, of course. 

Life after Death 

Death is not necessarily the end. For those unfortunate ones who die in the early stages of 
the game, resurrections are offered in a number of temples and religious establishments 
for a fee. Fw those more experienced, thoe are high level spells which restore life. There 
are also rumors of Hems whkh pMsess great nuigjcal power tfia can bring back the dead. 

Should the same deadly fate befall the entire party, the game stops. Remove the scenario 
disk, insert the boot disk, and reboot the computer. You can then disband the characters 
using the Character Options and use another character (who's alive) to resurrect them. 
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Anodier option, although not the most honorable, is to copy llie characters from the last 
backup disk you m;ide of your group. A final alternative is to assemble an entirely new 
group of characters and head out anew. 

Experience 

Gold and armor have their material charms, but experience is just as valuable to your 
character. The more combats you enter and the more monsters you attack, the more 
experience you'll gain. And as you gain more experience, you become more capable of 
handling the next mess you get into. Sorry, but fleeing from combat or negotiating with 
monst^ won't give you expni^ce. 

Another important aspect of experience is that the more you acquire, the closer you get to 
advancing another level. The higher your level, the more powerful and effective you are in 
your role. Fighters fight better, thieves thieve better, and spellcastm cast more powerful 
spells. When a character has amassed enough experience points to advance a level, you'll 
see a plus (+) next to the character's name. All the character has to do is find a training 
center and pay a fee to advance a level. (This fee is necessary to cover expenses such as 
supplies, training costs, spell books, religious articles, etc.) 

GETTING AROUND 

Money 

The monetary sy.stem in Lorn is based on the gold piece, or GP. You can buy the goods, 
services, and infoimatian that you need with gold pieces. 

Equipment 

Youll come across many pieces of equipment, some mimdaiie, some magical. A few 
items are relics of exceptional power which the character must accumulate in order to 
solve the game. Some equipment can't be used by certain individuals. A character can 
carry only one each of lihe following items: a hand weapon (like a sword), a missile 
weapon (like a bow), armor, a shield, miscellaneous armor, miscellaneous item (like a 
lock pick or holy symbol), jewelry, and a scroll. 

Time 

Time passes at about one Deathlord hour for every five real minutes. The more actions 
you perform, the faster time passes. (You can expedite matters by pressing the space bar 
repeatedly.) At about 6:00 p.m. the sun begins to set. When the sun goes down and 
darkness dims your way, you can either camp out for the night or light a torch and keep 
going. Sunrise begins at atx)ut 4:00 a.m. 

Maps 

As your party moves through the many dungeons, caverns, and labyrinths, you can map 
their movanents so your characters don't have this nagging sense of deja vu. Dungeons 

arc laid out one screen block per one graph paper block, with each dungeon layer fitting 
on a single sheet of standard 8x1 1 sheet of gr^h paper. Look at your maps with a critical 
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ad\ cnuiri,-r'^; eye. You may notice an unmarked area in an otherwise pucked map. Could 
that be ihe siairs lo a lower level? Or youll notice something unusual about a corridor. A 
hidden room, perhaps? 

A word about tclcporters. A quick blink of the screen combined with the fact that you're 
somewhere entirely different or not getting anywhere at all suggesf^ ihaL you've been 
tcleported. For instance, you may be walking down a corridor that never seems to end, hi 
fact, you may be getting repeatedly teleported a few steps back in the conidor, so you're 
trekking the same path over and over. As soon as you catch on to the fact you've been 
teleported, correct your map, if necessary. 

Areas 

The world of Lorn possesses a variety of climatic zones. The temperate regions have 

forests, plains, and swamps. The arid region!^ are made up of desert sands and scrub. The 
frozen regions to the north have tundra, frozen tnarshes, and some forests. 

To travel between these varied continents, you'll ne^d to sail ihe great seas. You'll find 
ports where you can engage the services of a friendly ship in exchange fpr some gold. An 
alternative is lo forcibly engage the services of an unfriendly ship by attacking it. 
Seafarers be advised -- oceans are especially dangerous places. 

Buildinfts and Places 

Ccriain buildings and places in Lorn hold clues and items vital to your quest. TTie more 
you investigate, the more you'll find. 

Castles The only known castle belongs to Emperor Nakamoto in Kodan. 

Rumor is that another strongly fortified castle exists on an uncharted 

island east of Kotlan. 

Cities Most c(yiyDfirce^happens in the cities and the prices are usually lower 

here timniitouiarareas. 

Dungeons These labyrinthal eaverns and natural catacombs can be found in any 

region. Look for a cave mouth or grotto, take a deep breath, and 
enter. 

Fortresses These fortified sttotigholds guard mountain passes from invasion. 

P^amids These buildings in ihc great souihcni deserts house long-dead kings 

and are protected by powerful curses on the living. 
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Rvins 



The remnants of a town, city or village may house ferocious 
monsters ot precious treasures and valuable clues. 



Temples 
Towers 

Towns 
Village 



Found in remotes areas, these places are set up by non-human cults. 
Caution is advised around temples. 

Towers are inhabited by Wizards and Necromancers of ill repute who 
chose to remove themselves &CHn society in mder tpperfoarm ghasdy 
eiqieritn^ts an4 rituals. 

These are smaller settlements than cities. While mostly residential, 
there are shops for the wandering traveler to restock his or her 
dwindling 3U(p^lies. Be sure to to the townsfolk for the latest 
kingdom gossip. 

These peasant communities can offer food and lodging to the weary 
adventurer. Some are rumored to offer much more.,. 



Objects 

Knowing the following common items can help you in your quest 



OEffiCl 
Acid 

Arkhan's Wall 

Bom 

Bushllree 
Chest 

Chute 
Coffer 

Coffin/Sarcophagus 

Darkness 

Door 

False Dom- 
Fire 

Illusory Wall 

Illusory Object, 
Mausoleum 
Pit Trap 

Pool 



Bums living characters 

Magic wall that saps sttength of those who try vo 
pass through 
WatCT tran^xjitfition 
Hides party 

Store coins and equipment 

Drops characters into a lower level of ^e dimgeon 

Holds valuable titasures 

Holds rare treasures and undead tmots 

Light-ctmsuming void 

Ma^Open or smash to pass through 

Does not open 

Provides light or deters intruders 
Looks like normal wall but can be 

iBEeives characters 

Houses the dead (and mayte undead) 
Concealed pit possibly spiked; can be 
climbed ovt of 

May contain good or bad magic 
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Portcullis 

Rakhammon's Curtain 



Secret Door 

Sign 

Signpost 

Sinkhole 

Stairway 

Swamp 

Tele porter 

Urn 
Water 



Iron gates preventing passage; can be 

raised with fiarce 

Magic curtain of force that gives 

powerful cicatrical jolt to those who 

pass through. May be passed through only with a 

special item. 

Hides doorways 

Warns adventurers or offers a clue 

Advertises something 

Dumps adventurers to lower level of dungeon 
Allows ascent and descent 

Contains unsavory predators; may be contaminated 
Transports adventurers to other iKut or level of 

dungeon 

Holds money and treasures 
Most safe to drink 



COMMANDS 

You can use the following commands almost anywhere. In most commands, the program 
assumes that the party leader is performing the action unless you indicate that another 
charactCT will act by entering his or her roster number. 



A Attack Press this key and a direction to initiate combat. During combat, 

just press "A" to return attack. 

B Board! This command either helps your party leave land for a waiting (and 

Disembark friendly) ship or disembarks them onto dry land. Follow up the 
ccMnmand wiUi a direction. 



B Break camp This removes your party from a pitched camp. 



C Cast This puts your character into a spell-casting mode. You'll be 

qu^ed for a character number and then a spell name, which you 
must type in full. You can also press <Shift>and"? "simultaneously 
to get a list of the spells that character can use. Next to the word 
"cast" you'll see a value for Power. The more spells you cast, the 
low^ it gets. You can't cast certain spells unless you have enough 
Power. 
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D Drop 

EIFIGtT 



E Enter 

F Search 

F Flee 

G Get item 

H Hide 



I 
J 

K 
L 



North 
West 

Light Torch 



M South 

N New Leader 

N Negotiate 

O Orate 



Enter "D" and then the letter of the type of item you w ajit dropped 
(E = equipment, F = food, G = gold. T = torches). Once you drop 
something, it's gone for good; you can't change your mind and pick 
it back up. 

Press "E" and a direction key to pass through something. An area 
doesn't have to be visible to be enterable. 

Press "F" and then enter a direction to search the area for traps, 

secret doors, or anything unusual. 

Use this if you'd like your party to make a run for iL The sooner 
you use this command during combat, the better your chances are 
that youH get to flee. 

This command opens chests, coffins, and coffers, removes money 
from urns, and steals from a merchant's counter. Press "G" and then 
a direction. 

Hide may (or may not) successfully hide the party from monsters. 
While hiding, any new actions will reveal the party and their 
position. 

Use this to move your party up one space. 
Moves your party one space left. 
Moves your party one space right. 

Type "L" and any character's roster number, if the character you 
choose has a torch, he or she will light it. 

This moves the party one space down. 

Type "N" followed by a character's roster number to establish a 
new party leader. His or het shape now represents the party. 

Lets a character negotiate with a monster. Can range from offering 
food to unabashed pleading. The monster may leave, ask for money 
and then leave, or ask for money and still attack. 

To communicate with a character outside the party, press "O" and a 
direction key. (This is a great way to pick up clues lor play.) At 
the prompt "Type", enter one of the following options. 



-15- 



B) Buy purchases merchandise in a shop. 

S) Sell sells excess or unwanted items in a shop. 

C) Chat stimulates casual conversation with scmecHie. 
T) Talk attempts to get infofmation ftxm someone. 

I) Inquire causes "Re" (short for "regarding") to appear; type in 
file subject of inlcresi to get specific information, 

OG) Offer Gold offers a sum of money to someone who says 
"Pay up". 

01) Offer Item offers a piece of equipment or an iton to 
sometxie. 



A characto' stays in the oratory mode until your press Return 
without entering infonnatiofl or ivess Esc. 

P Pick Lock Enter "P" and then a direction to have a character (with the right 

tools) try 10 pick a lock. 

Ctrl-P This lets you camp for 1 to 24 hours. Time goes faster when you 

Pitch pitch camp, enabling your characters to recover Hit points and 

Cdmp Power quicker. Use this also to wait out the night hours. But don't 

sleep too soundly — you can siill be attacked while you camp. 

Q Saving Use this to save your game at any time except during combat (You 

Game should stick out your battles ftr experience, anyway). 

R Read Press "R ' followed by a direction key to read a sign. 

R Retreat Moves the character whose turn it is to the back of the gfoap on 

the next round. Good for injured characters. 

S Smash Press "S" and a directicm to have your character try to sma^ 

againsta ^ace (like adoor). Th^'s a damage penalty for ^ure. 

5 Skip Causes the current character, and those after him or her, to skip 

their attacks. Handy if your spellcasters (grouped together at the 
end of the ro^) need a rest but the fighters want to keep battling. 
In this case, press "S" whrai you get to the spellcasters. 

r Give This lets you pass an item. Type "T" and then the letter of the kind 

EIFIGIT of item you want to pass (E = equipment, F = food, G = gold, T « 
torch). You're then asked who's getting the item and who's giving 
it Ronember, you can only hold so much,* so if you tiansflBr 
something to someone who already carries a full load, he or she 
will automatically drop an item. 
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Use 



View 



W Ready 
Weapons 



E^hange 



Yell 



Drink 



Rress "U" and return. Then type in the numbo- of the character 
whom you want to use something. Next, you'll get a Ust of items 
that are available for use. Choose a piece of equipment with the 
arrow keys. A number after an item name indicates the number of 
charges it has. Double asterisks {**) after a name mean that its use 
is unlimited. 

Follow view with a direction to get information on the adjacent 
object OTChar^ler. 

Select " W" and fiien the letter of tfie type of weajSon you want to 
reatl^ (O for open hands, H for hand weapon, 2md M for nussile 

Exchange lets characters swap equipment with each other. Press 
"X", indicate who's getting and who's giving, and then choose a 
piece of equipment to exchange. 

Enter "Y" and then any word that the character wants to say. 
During your journey, you'll find specials words that the diaracters 
will want to yell, sometimes in relation to a spell. 

Press "Z", a char«;tex number, and a direction to slake a diiist in a 
dungeon v/atalnfe. 



1 
2 
3 
4 
5 
6 

Return 

Esc 

Ctrl-A 



Displays statistics for charac^ 1 . 

Displays statistics for character 2. 

Displi^ Statist^s for cbaract^ 3. 

Displays aatistics for character 4. ^ 

Di^lays sxiS^^S^^XmS^^ 

Displays statistics far charact^ 6. 

Shows statistics for the pany leader. 

Aborts any action started but not completed. 

Use this to a.<;sign macros (up to four), A macro is a string of 
commands that can be executed by a single key stroke. Type "Ctrl- 
A" and then assign die macro a numbor from 1 to 4. N^t, enter 
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ihc commands you want executed in succession. The comma (,) 
works as a <Retuni> within a macro command. For example; 
"C J4ASU," would cause whoever was the party leader to cast a 
Nasu spell. It would execute as follows: "Cast- 1 " appears followed 
by "Name:" and tJicn "NASU". "C3NASU," is the same except 
that only the third character on the roster will cast the spell. You 
can have up to 15 characters in a macro string. 

Clrl-S Toggles the sound on and off. 

& Executes maoD 1. 

Executes macro 2. 

( Executes macro 3. 

) Executes macro 4. 

# Retmia' Use this to change the order of the party characters. Enter "#" 

followed by a number from 1 to 6. The character is moved to 
wherever the highti^ted box is. 

$ Pool Gold This lets you take the gold from other members of the pany and 

add it to the .sum of the character indicated (up to his maximum 
carrying capacity). Any excess remains in the possession of the 
original character. The character whose name is highlighted will 
give the gold. Enter "$" followed by the number of the charact^ 
who will get the gold. 

Time Lag Lets you set the length of the delay between the displaying of 

information in combat Enter my value from to 2SS; the higher 
the slower. 

Space Bar This key causes the party to wait and do nothing for one move, or 

forfeit a move in combat. 

^ This helps a character climb out of a pit after he or she has had the 

misfortune of falling into one. 
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SPELLS 

Each of lh& four character classes of magic users has a large repertoire of spells. The 
spells that a magic user can cast depend on his or her level. The following chart shows 
what level a magic user must be in order to cast any spells at that level or lower. 



MAfirriiSF.RSir-:vKL HIGHEST ACCK jlPUi SFELL UiviiL 

1 1 

3 2 

6 3 

10 4 

14 5 

19 6 

lA 7 



Power is an extremely important aspect of spellcasting. You'll notice that when you press 
"C", Power appears in brackets next to the word "cast." The more spells you cast, the 

lower this number gets. Be sure to keep an eye on it; you may need to cast a healing spell 
worth four Power points, but to your surprise find you only have three points left. 
Remember, power regenerates with time and rest. 



Shisai Spells 

The Shisai spells are mostly protective and curative m nature. 



Level Snell 



description 



1 Nam 



Akari 



Katai 
Motu 

Dosoi 
Tsuiho 

Moakari 
Motunasu 



Calls on power of patron diety to repair 1 to 8 hit points of 
damage on a ckmictcr, including die caster. Does not cure the 
de^ or petril'ied. nor will it cure diseases-. 
Causes the air around the caster to give off a pale blue glow. 
Allows players to see more than a torch would show. Only 
effective in the still air of dungeons. 

Provides selected character with protective aura during combat, 
making him or her harder to hit. Effects are cumulative. 
Paralyzes 1 to 3 opponents for a time dependent on the caster. 
Each monster gets a chance to resist ihc spell. 
Slows effects of poison. Halves hii point toss until poison is 
ncutrali/cd or character dies. 

Causes undead (ghouls, zombies, skeletons, etc.) in vicinity to 
flee. Creatures may u^y to resist the spell's influence. One of the 
few offensive Shisai spells. 

Lights up a larger area than the Akari spell. Works only in still 

air of dungeons. 

Helps paralysis victim recover limb use. A Shisai who is 
paralysed will not be able to cast this spell. 
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Onkei 

Donasu 

Makatai 
Hinagu 
Ittochi 



Alnasit 

Kuraaa 

Kami 



Shinseigo 
Moittochi 

Yawarishi 



Blesses entire party during CMHbat and endows adventuieis with 
better fighting ability. 

Eradicates toxins from recipient's body. Subdues strongest 

poisons but doesn't restore hit points lost to the venom strike. 
Restores from 17 to 32 hits points of damage. Monasu works 
like Nasu, only better. 

Casts a globe of defensive aura around the party, affording them 

some protection from attack for ttie dmation of ttie melee. 

Shoots tower of flames into air and bums offmding monsto^. 

Potency of spell depends on caster's level. 

Restores life — but not vitality — in a slain character. Those 

restored permanently lose a point of constituticHi and are restoced 

to ooc hit point. Success of spell depends on character's 

Constitution, Try Moinochi if this fails. 

Restores from 33 to 64 poinLs to a character, A stronger version 

of Monasu. 

Most powerful curative spell available. Heals all damage a 

character has sustained. Top of the Shisai line. 

Blasts all enemies to pieces at the very intonation of the word. 

Damage inflicted depends on the level of the caster. 

Choose a place that tlie party can 1^ be transported to in case 

of danger. Cast the spell and entor any secret word. At any time, 

use the "Yell" command, type in the secret word, and the party 

will immediately be transported to the location you pcevicMisly 

staked out. 

Causes enemies to be swallowed by the ground and delivered to 
Hell's chambers to suffer eternal torment. 
Restores life and vitality to a character, except in cases of 
petrification. Causes no loss in constitution. Can be repealed if 
fails at fu^L 

chance for a character tun^ to sttme to be turned back to 
flesh. 



Shizen Spells 

Like those of the Shisai, the spells available to the Shizen are mainly of a curative or 
protective nature, but they lend towards Ibe outdoors. The Shizen also have a few more 
offensive ^lls they like to 



Level Spell Description 

1 Kusamotsu Uses plant life to entwine enemy, holding llo 4 monsters fast 
for warriors to finish off. Works only on grass, bushes or trees. 
Hikakomu Bathes the opponent in flickering flanies for the duration of the 
melee and gives a character a bonus on his chance to strike the 
monster. 
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Icftthm Lets Shizen quc^;tiL)n the stones of the dungeon to dctemiine how 

far underground the p^ty is. Useful after being teleported. 
Kino Causes the skin of the recipient to stiffen and become as hard as 

tree root. This cumulative spell can be tast on anyone. 
Dunasu Cures 1 to 8 points of damage on any character, including the 
^ £/Vt>- caster. Does not cure dead or petrified players and does not cure 
diseases. 

Moya Raises a thick mist around the party, shielding them while they 

try to escape combat unscathed. Chance of escaping depends on 
level of opposing monsters. 

Cures most illnesses and diseases, including the foul touch (rf the 
dreaded mummy. Does not restore lost hit points. 
Helps you find land when you're at sea, "Bdow" is used only 
when land is vef^ close or if the water below is extremely 
shallow. 

Bolt of lightning streaks down from the heaves and smites 
enemies. Nasty offensive spell. 

Causes the group to become impervious to regular fire and beat 
Does not work on magical sources of fire. 
Protects party from most common types of corrosive liquids. 
While it doesn't prot^t a^unst aU types of acids, it will reduce 
damage inflicted. 

Changes vegetation mto edible food (a synthetic bread that lasts 
and lasts). The amount of food created depends on the vegetatitm 

the spell's casted on. 

Creates a wall of indigo flames around offending monsters. 
Damage depends on the caster's level. 

Similar to ^e lower-level Dunasu spell, except that it heals firom 

1 7 to 32 poinLs of damage. 

Causes the ground beneath monsters to buckle and split, 
dropping ttie less agile oneK hito the earth, where they will 
perish. 

Rolls a giant, biUowing cloud of flames from the hands of the 
' caster, scorching any monsters in its path. 
Causes monsters to go insane. Most will wander aimlessly and 
die, but some, spurred by the roiaAiess, fight widi greats 
faxKily, 

Lets the party take on the form of the terrain around them so 
£.L.o$ they can walk unseen through the wilds. Creatures arc oblivious 

to their presence. 

7 Konran Monsters who fail to resist this spell will stand still and ^ipt 
stupidly until they are slain. 



Konpasu 

Yobuzuma 
Hitate 
Samate 



Tabemd^o 
5 Hikabe I 



Jishin 



HiarasH 
Kyoki 

Tsukdcusu 
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Komam Point at foe. intone spell, and foe dies instantly. A single-digit 
( IfV assault with an excellent success rate. 

Druinochi Restores life — and jxissibly vitality — lo a slain character. 
^lJ\-^ ^ £, Those raised will have one Hit point and Constitution will be 
lowered pwmanently by one, 

Mahutsukai Spells 

Mahotsukai are the fighters of the spellcasting bunch. Their spells are wickedly offensive. 



Level Spell 



Description 



1 



Todo 



2 Chikara 
Yowameru 

Kowa 



3 Zuma 



Isogu 



Kumo 



I _ Hitama 



Mokowa 

Dokumo 

Koori 



Pelts one opponent with small, fiery, red bolts. The number of 
missiles depend on the caster's level, with four being the 
maximum. 

Puts opposing creatures with relatively low levels into deep 

sleep. Length of sleep dep^ds on caster's level. 

Shields recipient of spell agamst aiemy blows during combaL 

Effects are cumulative. 

Fills party with a surge of strength to better inflict damage on ■ 
foes. Effects are cumulative. 

Weakens monstos and reduces die damage that they can inflict 

on your party during combat. Has cumulative effects. 

Strikes fear info the heart of one opponent. If that creature fails 

to resist, it will tlcc in blind panic. 

Intone spell to cause a sheet of lightning to spread from the 

ciBt^s outstretched hands, cutting down the (qq>o$ing lanks. 

Living members of the party will have their movements 

accelerated, enabling them to get in an extra attack in every round 

of combat. 

Creates strands of thick, sticky webs from air and entangles 
monsters in the area. Holds them fast until they manage to break 

free. 

Ball of rosy flames rise upon casting and then explodes among 
monsters. Damage depends on the experience level of tlie caster. 
Sends adv^turers fieeing randomly from danga, moving them 1 
to 8 squares away. Fails if wall or object is in the square to be 

landed on. 

Wave of fear sweeps the ranks of the opposing creatures. Those 
who fail to resist flee in panic, drcfiping anything that they are 
carrying. 

Thick, black smoke forms a suflbcating cloud around the enemy. 
Kills all but the strongest. 

Pummels monster with fist-sized chunks of ice. The severity of 
the spell depoids on the level of the caster. 
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Hohyo Causes the caster and those with him to become transparent fbr 

the duration of the melee, making them harder to hit. 

6 Korosu When this spell is intoned, those of an unfriendly disposition 

must resist or are slain instantly. 
Utimei Lets the caster point a finger at the exponent and q>eak a ward of 
'K/iA- power to destroy that enemy. 

Arashi Sweeps the monsters with sheets of blazing blue Tire that bums 

like the fires of hell. Provides a thorough roasting. 

7 Toki Freezes opponents in time, rendering than heli^ess while you 
(^f^^CC -^t^^^^ escape or move around unhindered. 

JJnpm Escape spell that teleports a party directly up or down in a 

(6*«^-Po/*-^ dungeon, up to four levels. 

Taiyoki Opens a gate between the sun and offending monsters, raking 
|sl \J mcHtifying flames. Most damning. 

Genkai Spells 

Genkais have a batch of ^Is that create illusions and are predominatdy defensive. 



Level Spell 



Description 



1 Kiri 
Hibana 
Shoten 

2 Nikko 
Nijin 
Mekura 

3 Kam 

Mamotu 

4 Meaujin 

Kakusu 



Places a sphere of darkness around the party, helping them to 
esc£^ unnoticed from enemies. 

Showos of scintillating sparks shoot forth from the caster's 
hand, damaging all those in its path. 

Enhances a character's vision during combat, making it easier for 
the fighter to hit opponents. 

Creates brilliant silvery light about caster so party can see better 
in dungeons. Only works indoors, where the air is calm. 
Makes a character blurry and tranducent, and hardo* for cieabires 

to hit during combat. 

Fills opponent's mind with roaring sounds and dancing motes of 
lights. Those who can't resist the speU are impaired and can't 
eSectively fight 

Strikes overwhelming terrw into the hearts of 1 to 3 monsters, 

causing them to flee. 

Pours thick fog around party, ob.scuring them from view and 
giving the party a chance to escape. 

Paralyzes any number of cre^unas and offers a good target for a 
fighter's solid thrust. 

Makes all living members in the party invisible, reducii^ their 

chances of getting hit. 

Blends the party in with ihc environment so they become 
undetectable. Lasts as Jong as characters do not move or make 
noise. 
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Pelts opponent with sheets of phantom missiles. Those who 

resist suffer less damage. 

Spins a ball of colored lights belbrc the monsicrs, leaving them 
mesmerized and vulnerable. 

Covers opponent with nausea-inducing grey smoke and loud 
booming sounds, enabling the party to escape. 
Beguiles creatures into seeing adventurers as their fri^ds. 
Instant enemy impotence. 

Causes party to enter an "unreal" state that allows them to pass 
over water as if it were solid ground. 
Strikes terror into the hearts and bowels of all opposing 

monsters. A refined version of Kawa. 

Intone this word of power to blast the life from creatures that the 
party is fighting. Some opponents may suffer little effect from 
this spell. 

Creates an illusory duplicate of the party so adventurers can slip 

away unnoticed. Most monsters are fooled by this spell. 
Sends party into dimension of shadows and illusion; crciituressee 
them as acquaintances or cousins. 

Creates a cascade of blinding silvery fire that engulfs the nofneses 
with its hungry flames. 

CLUES 

As you journey from place to place, be sure to collect clues. Mingle with the various 
individuals you meet in cities and towns: guards, warriors, fellow travellers — even 
mayors and sultans. Talking and inquiring arc your best bets for eliciting clues, though a 
nice chat never hurt anyone. Some of the folks with key information are really shy; be 
sure to look in odd comers for these wallflowers. 

Signs scattered throughout inhabited and uninhabited areas also provide clues. If you 
encounter a valuable lead, lake out pencil and paper to make a note of it. Try 
committing it to memory and you may soon forget the game-completing clue. 

Clues can give you insight into certain problems, provide a part of a complex phonetic 
riddle, or ev^ tell you where you can find someone or something. 

EMPEROR'S TIPS 

* Explore an area thoroughly before moving on to another or you may miss 
important clues. Search walls for doors and passages. 

• If you are first-ievel, avoid going into the second or third level of the dungeon. 
Maks short forays into the dungeons — and keep the stairway close by. 



5 Meiro 
Mamgem 
Yujo 

6 Uku 
Makawa 
Koioba 

7 Honigem 
Yurei 
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When you are low on spell power or hit points, get out of or avoid combat 
situations. If you assault "one more monster", you may assault your very last 
monster. 

Diversify your party. Do not encumber yourself with six fighters who are unable 
to get out of a situation that one magic user could have swiftly resolved with a 

m^lbute yourselves suatcgically within the group. You will not want your 
S^^m the front line being disemboweled by a Cyclops while the Samurai in the 
back row is spectatit^. Only the first three characters can aoack or be attadced. 

Conserve your spells. There is no point in wasting a sleep spell on two gremlins 
when a tfteen demons lay in waite^und die conw. 

Save die game whenever somediing good happens to the party. Should you meet 
an untimely demise, you can recall your hard-earned spoils. 

Do not worry about equipping the entire party right away. Just make sure your 
fighting front line (first Uiree characters) have weapons at the outset. 

The inhabitants of my kingdom dislike those who initiate attack few the sheer joy 
of fighting. Avoid killing for fun unless you want to make your 
questsubstantially harder. 

Return any documents that you find to me. You must also return to me a very 
special object acquired from an important battle if you wish to collect your 

niward. 
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COMMAND ♦ SUMMARY 



DEATHLORD Apple II Family 

Note to Apple l/gs users: If you want to make adjustments to your 
control panel, do so before you start Deathlord. 

GETTING STARTED 

Put the boot disk into the drive and turn on your computer. You'll see a 
title screen and then a screen with three options. Press the key that 
corresponds to the first letter of the option you want. The options lead you 
to the following choices: 

UTILITIES 

Transfer Characters: Transfers in characters from Bard's Tale I, Ultima HI™, 
or Wizardry™. Due to differences between the games, the characters will 
be somewhat different in Deathlord. Equipment does not transfer. 

Change Character Name: Changes the name of any cKaracter (up to nine 
letters). 

Make Scenario Disks: Makes copies of both the master scenario disks for 
play. You can't play from the master disks so you must do this before 
you can play. Follow the onscreen instructions. 

Backup Character Roster: Copies your character roster onto another scenario 
disk. Good precaution to take after completing a tough dungeon or 
acquiring a special item. If you run into trouble (for instance, everyone 
dies), you can use this backup. Follow the onscreen instructions. 

Return to Main Menu: Returns you to the main menu. 




Electronic arts 



CHARACTER OPTIONS 

Inspect a Character: Lets you view a character on the roster. 

Conjure a New Character: Creates a new character. When statistics are 

generated, press "N" until you're satisfied with the numbers; then press 

"Y". 

Terminate a Character: Permanently eliminates a character from a roster. 
Assemble a Group of Adventurers: Lets yon choose from one to six 

characters on the roster to form a group for play. 
Disperse Existing Group: Removes a party from a scenario disk and 

disperses them back onto the roster. 
Return to Main Menu: Returns you to the main menu. 

PLAY DEATHLORD 

This lets you begin play. (Before you can start the adventure, you must 
have an assembled party.) Insert the correct scenario disk at the prompt and 
enter the world of Lorn. Note: If you're using two disk drives, Scenario 
Disk A should go in drive A and Scenario Disk B should go in drive B. 



COMBAT COMMANDS 

A Attack U Use an item 

C Cast Spell W Ready a weapon 

F Flee combat Y Yell or speak 

N Negotiate Return Show stats for current player 

R Retreat Space Moves to next player 

S Skip attacks 



OTHER COMMANDS 



A 
A 


AttaCK 


V 
V 


View aiCd or oDjeci 


T> 

X> 


Board or disembark vessel 


W 


Ready weapon 


IS 


Break camp 


X 


Exchange equipment 




Cast a spell 


Y 


I Cli 


u 


Drop equipment 


Z 


XJiulK 


Ki 


Enter building or area 


1 


[lay CI I bull^ 


f 


Find secret doors, traps, etc. 2 


r^mycr z buti^ 


rj 

V.I 


VJCl KjL aLCai iLCIll 






11 




4 




T 


\'Tnvf* north 


5 




T 
J 


Move west 


6 




IV 


Move east 




r^litnH mif f\f nil" 


f 

Li 


Light torch 


$ 




M 


Move south 








New party leader 


# 


I? ^WTiTTi fir iranhr 
JxCOlUCr jJaTLy 




Orate or speak 


& 






Pitch camp 


f 




P 


Pick lock 


( 


Do macro 3 fnon-conibatli 


Q 


Save game 


) 


Do macro 4 (non-combat) 


R 


Read sign 


ESC 


Abort action 


S 


Smash door or gate 


Return 


, Shows stats for leader 


T 


Transfer equipment 


CTRL-A 


Assign macros 


U 


Use item 


CTRL-S 


Toggle sound 



SPACE BAR Wait 



